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SATYR 


Appearing as part-human, part-goat, satyrs are a people 
that dwell in Theros' wilds. Woodland hedonists, the satyrs 
of Theros enjoy lives of revelry and physical pleasures, 
enjoying every moment before the inevitability of crossing 
into the afterlife. 

Satyrs are associated with both green and red mana. 
Their affinity to green mana is demonstrated with their 
lives outside of the trappings of civilisation, staying among 
the boughs of woodland. Their joy in chaotic celebration 
ties them to red mana. 


DEVIANT HEDONISTS 


In the eyes of most of Theros' people, satyrs are considered 
to be good-natured and playful, which is often what others 
experience in short encounters with Satyrs. 

There is, unfortunately, a darker, more malevolent side to 
satyrs. Those who enter a satyrs' revel find themselves 
enjoying it like nothing they've experienced. But when the 
time comes for them to leave, their satyr hosts invite them 
to stay for more revelry, almost always just enough to make 
their guests decide not to leave. When that isn't enough to 
sway a guest, they realise that at a satyr's revel "guest" and 
"prisoner" aren't so far apart. 


SATYR TRAITS 


Your Satyr character has the following racial traits. 

Ability Score Increase. Your Dexterity score increases 
by 1 and your Charisma score increases by 2. 

Age. Satyrs have slightly shorter lifespans than humans, 
typically living to an average of 50 years, often shorter, 
likely due to their reckless and hedonistic lifestyle. 

Alignment. Living lives rich with revelry, and at home in 
the wilds, satyrs are inherently chaotic, with some leaning 
towards either good or evil 

Size. Satyrs tend to have a build similar to smaller 
humans. Your size is medium. 

Speed. You have a base walking speed of 35 feet. 

Cantrip. You know one cantrip of your choice from the 
bard spell list. Charisma is your spellcasting ability for it. 

Natural Weapon. You can use your horns as a natural 
weapon to make unarmed strikes. If you hit with your 
horns, you deal bludgeoning damage equal to 1d6 + your 
Strength modifier. 

Sure-Footed. Your goat-like legs make balancing 
considerably easy for you. You have advantage on Strength 
and Dexterity saving throws made against effects that 
would knock you prone. 

Languages. You speak common and satyr. The language 
of Satyrs is a soothing, melodious language of song and 
poetry, like a honey to one's ears, though with occasional 
touches of raucous humour and vulgarity. 
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GORGON 


Immediately recognisable by their serpentine lower bodies 
and mass of snakes for hair, Gorgons on Theros are feared 
for their ability to turn creatures to stone by meeting their 
gaze. 

Gorgons are associated with both black and green mana. 
Their ability to kill with such an easy gesture as a simple 
gaze, and willingness to do so ties them to black mana, 
whereas their bestial forms and connection to the wilds 
links them to green mana. 

Gorgons are worshippers of Pharika, the god of affliction, 
who herself appears as a gorgon. Pharika's teachings 
include both healing, and the use of poisons, and many 
gorgons are likewise skilled in one or both of these aspects. 


GORGON TRAITS 


Your Gorgon character has the following racial traits. 
Ability Score Increase. Your Constitution score 
increases by 1 and your Wisdom score increases by 1. 
Age. Gorgons can live considerably longer than many 
other races, often up to several hundred years old. 
Alignment. Some gorgons are neutral, however the 
majority are evil, with no strong leaning to either lawful or 
chaotic. 
Size. Gorgons stand at a similar height to humans when 
upright, but the total length of their bodies, head to tail, 
ranges from 10 to as much as 20 feet. Your size is Medium. 
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Speed. Your base walking speed is 30 feet. 

Darkvision. Gorgons are at home in caverns and forests. 
You can see in dim light within 60 feet of you as if it were 
bright light, and in darkness as if it were dim light. You can’t 
discern color in darkness, only shades of gray. 

Natural Weapons. Your constricting serpentine body is a 
natural weapon, which you can use to make unarmed 
strikes. If you hit with your constrict attack, you deal 
bludgeoning damage equal to 1d6 + your Strength modifier, 
and the target is grappled (escape DC 8 + your proficiency 
bonus + your Strength modifier). Until this grapple ends, 
the target is restrained, and you can't constrict another 
target. 

Petrifying Gaze. Once per long rest, you may attempt to 
turn a creature to stone. One creature within 30 feet of you 
which can see your eyes and currently has hit points less 
than your level x 12 must make a Constitution saving 
throw. The DC for this saving throw equals 7 + your 
Wisdom modifier + your proficiency bonus. On a failed 
save, the target begins to turn to stone and is restrained. 
The restrained creature must repeat the saving throw at 
the end of its next turn, becoming petrified on a failure or 
ending the effect on a success. The petrification lasts until 
the creature is freed by the greater restoration spell or 
other magic. 

Languages. You speak common and gorgon. The 
language of gorgons seems to an outsider like a mix of 
serpentine sounds and the common tongue, but in actuality 
it has unique specific subtlties to tone and intenation. 
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